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VVRITINC'. rillS COLUMN is tlie most exciting part uf compiling 
the Rc-RL \ bookici ;mct disk every other month. It gives me an 
(>|)potlunitv to |);iss along my personal opinion and insight on the 
programs fomui on eacli (Usk. 

Some of ymi may liavc lieartt that I was recentiy appointed 
Ifclniical editor i'm- AmiiraWoi Id. Don't worry. While I'm excited to 
be a member of" the Amiirtiiymtd staff, I'm equally dedicated to the 
continued snpjjuit of ReRUN rnstomers as the ReRUN technical 
editor. Rest assin ed Uiat not a day goes by when i don't work (and 
occasionally play) on the C-64 and €-128, Furthernrure, I remain 
available at ReRUN liy both letter and toll-free telephone nnmber 
to answer vom- (piestions, fix. replace or check your ReRUN disks 
and otherwise provide technical assistance. 

Like most ReKLN users, I Cully appieciatc software written f'ltr 
Commodore S-bit com[)iners that takes niaximnm advantage of the 
capabilities ol' tho.se machines. That type of software is exemplified 
in this issite's first program. RUN Shell. Written by John Ryati, 
HUN\ cotitribntiiig editor, RL X Shell is a pnre C-64 and CM 1^8 
Hiachine language disk ntiliiy that was originally conceived as an 
alternative to the 157 I DOS Shell program that Commodore bundles 
with botli the C-1281) and 1571 disk drive. One nice feature John 
managed to imild inio it makes it pcissible for tiie progratn to 
determine whetlier it's imming oit a C-64 or a 128 (in 40- or 80- 
Column mode) and tonlignre itself accordingly. 

RUN Shell also piovides an option for formatting your 1764. !7l)() 
and 17.")0 R.\M ex])anders for use as RAM disks for file and disk 
transfers. Complete L581 support is yet another nicety offered by 
RUN' Shell. I encoiuage everyone wfio has a 1581 connected to his 
system to keep a copy of RUN Shell on a 1581 disk for rapid file- 
copying between the 1581 and your 1541 or f571 disk drives. I'm 
sure you'll find \()ursell relying on RUN Shell as one of your most 
fret]ue!itly nsed disk utilities. 

A-/. Scramble is the next program on this disk. For tlie C-()4, it 
allows up lo five players to alphabetize from one to five grids of 
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random letters. It's a mentally stimulating game for computerists 
of all ages. 

If you're a C-128 user who finds A-Z Scramble a little too easy, try 
Cubix 1 . Written by Le<inard Morris, this is a three-dimensional game 
in whitli you must properly orient and position six sections to create 
a large cube on the screen. The graphics and techniques used are 
first-rate; it's certain to keep C-128 coinputerists busy for hours. 

.•\ Better Mousetrap, tor both the C-64 and the C-128, prints the 
X (horizontal) and Y (vertical) coordinates of an invisible screen 
pointer as you move the \35\ mouse. The significance of this tech- 
nique is obvious to programmers seeking methods to develop 64 
and 128 programs that utilize the 1351 mouse. 

Bob Kodaclek, autlior of RUA"^ Checksum and many other fine 
t>n)grams, wrote Label llase, the next program on this disk. Like 
RUN Shell, Label Base automatically determines whether it is op- 
erating on a C-64 or C-128, and in 40- or 80-Column mode, and 
adjusts itself accordingly. .A.s its name implies. Label Base is a mini- 
database for creating and printing lists of names, addres.ses and 
leleiihone numbers. A professional menu design, with options for 
editing and alphabetizing entries and for saving and loading files, 
makes Label fiase a pleasant, easy-to-main tain program. 

.Ntitbing makes a compiuer program more intriguing than screen 
animal ioti. Meinoi\ iti Motion, a C-64 program, brings animation 
to the board tiles fotnui in the tiaditiona! game of Concentration. 
.'Uong the same lines of unique entertainment is Thoronghbird 
Racing, an exciting C-128 ostrich racetrack simulator. Written by 
the recently retired physician, Hugh McMenamin, Thoronghbird 
Racing lets you and your friends place bets on the big birds at a 
pari-mutuel window before each race, and a conscientious woman 
behind the coiniter keeps track o( each player's winnings and losses. 

Fast- Food Frenzy, a 064 squirt-'em-up, lets you aim, squeeze and 
fire a stream of ketchup at incoming bags of fries and burgers. 1 can't 
reconnnend this program to anyone suffering on a low-calorie diet, 
because it never fails to cause htinger pangs whenever I play it. 
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Two bonus programs roniMi out tliis fdilitm oiRcRUN. 'Hit' firsl. 
Storybook fi-!, isabuilcliiij; bine k-typc ]m)^riiin that lets inti-niu'diaii: 
level Basic programmers create a c<jmpiii(.Ti/.etl storybook, com])lele 
wilh graphic screens, litidgcl I'liis, another Ijconard Monis original, 
gives CM 28 users a new way to do ihcii' l)udgets. (live it a try. ! 
think you'll find thai il not only works well. Inn that it's packed widi 
more bells and whisdes d»an yon can imagine. 

That's it tor now. As you've come lo expect, I his ethtion ol RcRL.'N is 
one of the best collections ofiisernl and eiilertaining C-M/C-\'2H soft- 
ware you'll find anywheie— and I iruen<l to keep il that way liir yon. 



Jhiuiical EdiUn 
ReRUN 
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* — t'.-\'JH iiiiHic only 

Iltliiii- ycHi ruit a program, carrfully read (he lirmimtninCKHi ihat pertains tii ii. 
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How To Load 



Loading from Mknu 

lii gL't Started. C.-VA uscis should ty[K' LOAD "MKNl' 64",H:ind pifss iht- 
ret urn key. Wlit-ii vein f,fel tlit' Ready |)t<im|)i, tile mt-mi is loatlcd iitid you 
should type RIN to see ;i list olthf proj^ram.s oil your disk. C- 12H users need 
only prt-ss the shili ami tun-stop keys. When all tlie programs yrc displayed 
on ihe screen, you tan itm the one yon select by pressing a single key. 

Loading from Keyboard 

Uyou do 1101 wish lo use ilic uieiui [)roj;r:iin, follow these iiislnutinns. 

C-64: lb load a C.-M piograin uriilen in Basic, type: LOAD "DISK 
1''1LENAME",8 and then press the return key. The drive will whii while the 
screen prints LOADINt; and then RE.\15Y, with a Hashing cursoi heneath. 
Type RUN and press the return key. The ptogram will then start rntuiiui;. 
To load a C-fi-l [xograni written in maihinr lanf;uage (.VIL), type: LOAD 
"DISK F1LHNAMI-:".8,1 

C-128; M[ C-t)-! pmgiiuns t:an he run on the C-I28 as long as your 
computer is in C-fil nioite. .Ml C-V2H progiatns are clearly labeleti on the 
directory page. \our C-l'iH mmt he in t: TJS mode to run these pioKrams. 
To load a C-Vli^ mode [nogratn, press the l'"2 key. type the disk filename 
and therr press the retiuii key. When the piograin has loaded, ly])e RLIN. 

Making Copie.s of ReRUN Files 

Many programs on your ReRUN disk have loiuincs that rcqniiea separate 
disk onto which tfie program writes or saves stihfites. To use these progr.inis, 
you tiiust first make a to[iv of the original [irograni onto anothei disk that 
iias enough free space on it to hold these newly written suhliies. 

It's .simple to itiakc a copy of a Basic [nograni. Just load it itno your 
computer as outlinet! ahove, and then save the program back oino a separate 
disk that has plenty of free space for extra files. 

Copying an Ml, program is not so siitiple. Yon cannot sim])ly loatl and 
save an ML prcigram; you'll need to use a disk-hat kup utility ]irograiti. such 
as the one on vour Commodore Test Demo disk. 
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RL'N U righi: C-64; C-128 (in both 40- and 80-Column modes); 
1541, 1571 or 1581 disk drive 



RUN Shell 

iiy Joliti Ryan 



Wnn TlIK INTRODUCTION of tht- 1581 disk drive and Ri\M 
L'x|>;iii.sioii modules, I've developed a IJOS utility a)i))))aiit>lc with 
hoth the C:-64 and C-128 and all three disk drives. Clallcd RUN 
Sliell, it's the newest and most powerful DOS stiell to date. 

RUN Shell is a file-maintenance and disk-archiving utility that 
runs in hoih fi4 ;md 128 modes. It also supports bolh 4f)- and HO- 
colunni ontput; Burst mode; all three Cotimiodore R\M expansion 
modules, to a limited degree; and partitioning and subdirectory 
access on tde 1581 drive. 

Getting Started 

.Activate RL'N Shell by using either Menu 64 or Menu 128. If yon 
intend to employ a RAM expansion module, be .sure it's installed 
before power-up. 

The program can be loaded in either 64 or 128 mode, but don't 
try to load it in one mode and switch to another, because it configures 
itself to fit the ])articular machine. Vou may, however, toggle between 
80- and 4()-C".olumn modes. 

.'\lt hough it's a .stand-alone program, RUN Shell will operate with 
many uia( bine language programs diat don't occupy memory from 
S1;U)() lo ,§,")()()(). However, clue to the way it configures itself under 
the Basic oi both machine.s, it won't operate with uiauy IJasic [jro- 
grams. This limitation affects users of ILAM expansion modules, but 
more (vn thai later. 

.Aliiiost ,ill of the options available in RIJN Shell bring to the shell 
window a tlirectory froui which you can .select (iles to work on. To 
choose a file for some operation, use the cursor keys to move the 
directory arrow to your selection. Then highlight the filename by 
pressing the space bar. If yoii change your mind, just deselect the 
file with the F5 key. 

When you're finished highlighting all the files you want for any 
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particular operation, you activate the operation by pressing the F7 
key. In many cases (l)Lil not all), a V/N ])i()tupt will ask yon to verify 
your selection belbre pressing F7. 

You can usually abort to the luain menu by pressing the stop key. 
If not, there'll always be a Y/N prompt later to abort the operatitKi. 

There will be instances where RUN Shell expects a keyjiress from 
you to continue an operation <wheti swappitig disks during a file 
copy, for example). 'I "he rule here is to press ihe space bar to continue 
or the stop key to abort to the main menu. 

To exit RUN Shell, press the Fl key, and press it again to re- 
enter. C-64 owners unist reitiilia!i/e the program aftei' using t!ie 
run-slop/restore combination by etuering S\'S 48(>4. 

The OPTroNS 

Disk Setup— You can configure RUN Shell to operate under two 

different logical drives (logical meaning thai device lunnbers and 
drives are handled internally with the shell jirogiam). A.s you'll see, 
these logical drives— drive A atid drive B— can be set up for any 
combination of disk or R.-VM drives, as well as device lunuhers 8- 
1 1, To keep things straight, Fd suggest that you set the lowei' device 
number to drive A and the higher device number (including RjXM 
drives) to drive B. 

You can also conbgine RUN Shell fcir single-drive operation by 
setting both the .-V and B drives to the .same device number. 

Rename a File— With the Retiame utility, you can rename all the 
files in a directoi y. I he directory is displayed in the shell window, 
and you select and highlight the tiletiaiue you watn to change by 
using the cursor keys and space bar as described above. When the 
highlight bar appears, enter a new liletjaine that's no longer than 
16 characters; then press return .uid conliiuie the opeiation. When 
you're ready to acti%'ate all the new names for the directory, press 
the F7 key. 

Scratch a File— This option operates nutch like Rcnaiue, Use the 
cursor keys and space bar to select and higliligln filenames yon wish 
to scratch. When all selections are made, press F7. The Fn key 
deselects a file if yon change voiu' mind after highlighting, atul the 
stop key aborts t(j the verification ptonij)!. Neither the Retiatne nor 
Scratch option works with R,'\.\I drives. 

Format a Disk— Fortuatting is otie of the most iietjiiently usetl 
options in Rl.N Shell. First, the Format roiiiini- aite!ii[)ts to read a 
disk header from the selected drive. If an error occurs, it assumes 
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the disk hasn't been fbiinatted iH-fore and prompts Tor a header 
name and two-leltcr ID. If the disk has been fbrniatted before, the 
header name appears iti the input window. Then you t an reformat 
with the same header name by pressing the return key, or you can 
type in a new name, with or without a two-letter ID, 

If the drive selected is a RAM devitc, you needn't enter a header 
name, but yon do have to specify ttie type of device at the prompt. 
All modules must be formatted beioie Ijeing used as a lofjical drive 
or you'll gel a R.AM Disk Full erroi luessage. 

Clean Up a Disk — This is a collect operation, and uo verification 
is involved, so be sure the disk is in the proper drive. 

Copy File— Using this option, yon can copy files (except relative 
files) Ijetween any two disk drives othc!' than a RAM expander (see 
RAM, below). Just highlight the files you want to copy and then 
press K7. 

Ootumodore M users are limited to copying files of" 90 disk blocks 
or less, while CM'iS users can g(» up to 180 blocks, I'se the Copy 
Disk routines to copy disks with larger file sizes. 

To copy hies ironi a 1581 subdirectory, you must first open the 
subdirectory with the Directory tontine. With a single l.')8I drive, 
you tan copy only *)()/lKO disk blot ks at a lime, because RL'N Shell 
won't delect jireviously opened diiectories after cacli disk swap, 
(R.AM expansion users have a way around this limitatitm.) 

Copy Disk— The (^opy Disk option completely reproduces a disk. 
It works best with I wo drives, alilioni^h it can be used with one. If 
you liave a l")f<l, keep in mind that living to single-copy 8(J0K cjf 
data with a C-b4 takes about 'Jfi disk swaps (16 for the C-128), so 
use the Copy File routine when appropriate. It's very important 
that 1541/1,^71 users format the largel disk either before etitering 
the Copy Disk routine or while iu ihe routine to ensure laittiful data 
reproductitjti; 1581 users must l()rmat their disks befori'batid. 

lo contrast C-M and C-128 co[>ying times, the C-6 I option single- 
copies a 1581 disk in about 50 minutes and a 35-track {lisk in about 
2.0 minutes. The C-128, with its Burst protocol, single-copies the 
.same disks iu about 12 minutes and a little over seven minutes, 
res]jeciively. 1 hese times are slightly lower in dual-drive operation. 

Yon can't copy Ironi a 1581 diive to a 1541/71, because of the 
dilierent formats involved. 

Create Dir/TIAM— These two options are for 1.581 and R,A.V1 ex- 
pansion nKKJule owners only. \Vith Create Dh\ vou can create 
partitions atid subdirectories on the 1581 disk drive more easily 
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than with the utiHty supplied on the demo disk. Just seleti the 
starting track of your panitioti with tlic + or — key (pressing the 
space har to lock in the selecliou); then use + or — to scroll throuj^li 
the size oi directory desired, and RUN Shell will automatically make 
the calculations for creating the partition. Press the space bar again 
to lock in (he block size, and iheii answer tlie prompts as they ap])ea)'. 

To create a subdirectory fiom the partition, answer the (iirmaiiing 
prompts as ihey come on-screen. Vou don'l need w format a sub- 
directory within this option. Vou can format the partition by opening 
it within the Directory option and then using the Format option. 
Formatted partitions will always be 40 blocks less than your selected 
number in order to acconnnodate the partition th rectory. 

Use this option only on new disks, as ihe ();ntition routine over- 
writes any data already in the selected tracks of the disk. 

You can create nested directories {directinies within directories) 
as long as each encompas.ses at least three tracks and doesn't fall 
on the directory track (the IJrst track of the direcKjiy) of die previous 
partition, tlonsider the following mock directory: 

Main subdirecttjry #1: tracks 1-20 

Subdirectory #2: tracks 2-5 (within main) 

Subdirectory #S: tracks (>-lH (within main) 
Notice tliat all the directories are at least three tracks long (mituis 
nested snbdiiectories), and none starts on the iirsi track of the oilier. 

Once a directory is in place, you must access the "root" directory 
by pressing the stop key (see Directory, below). Then you must 
1 eopen the directory in whi( !i vou want to nest the new subdirectory 
before you access the (Create ["-artition option. I'd advise you to play 
around with this option before attempting any serioLis partitioning, 
and to refer to the 1581 user's guide lor more information on 
partitions and subdirectories. 

RAM— This option for owners of R,A.\l expansion modules is a 
supplement to Commodore's R-\.\lDOS utility, not a replacemeru. 
It includes three subopiions and requires that your RAM expander 
must be previously formatted. 

The System to Expansion suhoption lets you load disk files imo 
the RAM drive. When RUN Shell asks you which logical drive to 
use, always select the logical R.-\M drive as the target (ti> load to) 
and a disk drive as the source (to load from). Then highlight the 
desired files and press F7 to initiate the load, fkm'l attempt lo load 
liies cotuaining more than 90 disk blocks on the C-64 or 180 blotks 
on the C-I28, or you might corrupt the computer's memoi y. You'll 
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notice tliat tlit* iminbci orijlocks the drivt? h;is free corresponds to 
the bytes ;iv;iil;iblf in eat li kAM expansion module (less the overhead 
directory space tliai's maintained in each niodnle). 

The second snhoptiini loads liies from tlie R/\M drive into system 
memory. Here agjiin, select whichever logical drive is assigned to 
tlie RAW drive. (This may sound confusing, but you'll get the hang 
of it.) With [bis suboption, you never load from a disk drive. 

Plan on this o[>enition handling only sequeiuial files and machine 
language programs. Since Basic is retonfigtired to accommodate 
RUN Shell, many Eiasic programs won*l woik properly with it. 

With this option, you don't have lo load a word processt>r to 
examine a sequential file. Just load the file into the R.\M drive and 
download it into system memory; then, using the cursor keys, scroll 
dirougb it in the directory window. If you have a machine language 
file that doesn't occupy the same memory area as RUN Shell (S 1 ^WO- 
$5000), yon can download it, then exit the Shell and SYS to the 
program. 

Macltine language programmers iniglu like to know that the 
Power Assembler can fun<:tion when RUN Shell is active, since Basic 
memory is moved up to location S5000. This may be true fot other 
assembler systems, as wtH. 

The third R.\M sut)0[)iion lets you "dump" all Rf\M directory 
files to disk and provides a hancfy way of copying files from one 
subdirectory to another. Just open a stibdirectory on your 1581 
drive and select Disk to Expansion to load the files into memory. 
Then close the subdirectory (see Directory, below), open the target 
subdirectory and select F.xpansion lo Disk. 

Select the logical R.'\i\[ drive as the source and the logical disk 
drive as the target for this sul)optioti. 'I'here's no need to select files 
here, since the entire RAM directory is dumped to disk. 

'fhis subo[)tion will ap[>eal to those wfui want to make multiple 
copies of disk files without a nuiltitude of disk swaps, and it's handy 
for cataloging disks. Normally, grouping similar programs tcigether 
on a single disk involves dozens of disk swaps and a big headache. 
Witfi ttiis RUN Sfiefl feature, you can selectively load files from 
.seveial dozen disks into the RAM drive, then dump them all to a 
single disk. 

Disk Log— The Disk Log option reports the starting and ending 
addresses of a selected file, as well as the total number of bytes it 
contains. It liandles only one filename at a tin)e, and, wiili sequential 
files, only the total innnlier of bytes is significant, since the starting 
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and cmiitij^ addrfsst-s icportcd art* those used by RUN vSlicll. 

Director^'— This optiim displays a disk dirtclory in the directory 
w iiidow, and, ii'thc (k'vitc is a IfiH 1 drive, it lets you open a partition, 
as well. ,\iiytinic a partition is the active directory, you'll see a message 
to that efTect. You can access the rtjot directory whenever you want 
by pressing the stop key. Don't deselect a 1.581 drive or change 
disks without first reliirniiig to the rout directory. 

Errors and Other Things 

As with any disk-iiuensive program, there's always the possibiUtv 
that an important disk or hie will get lost or corrupted— through 
either carelessness or distraction. RUN Shell i.s designed to avoid 
such disasters tlwotigli extensive error checking and verification, 
but, since 1 couldn't anticijiate every user error that could occur, 
you should know about the Following RUN Shell strengths and 
liiTiitaiions. 

All normal DOS errors are displayed in the message window 
duritig disk access (press the space bar to recover from the error), 
except tluring Copy Disk routines. If you attempt to copy a disk 
with track errors or a nonstandard (iR(j format (copy-protected), 
RUN Shell will jiisl skip ovt-r du- h.id tiiick, or worse, freeze up. 

RUN Shell won't tielect Device Not Present errors and will seem 
to lock up while tryitig to access a drive that hasn't been turned on. 
If this occurs, press the rini-stop/ restore combination, turn on the 
ofTcnchng drive, then reinitialize the program. 

Be sure you set up the logical drives according to the disk clrives 
you actually have connected to your computer. If you have a 1541 
and tell RUN Shell it's a 1581, you'll be in for an unpleasant surprise 
as the program tries to access track 411 If this, or something similar, 
happens, quickly turn off yoin drive or reset the computerl i.ikewise, 
dtm'i attempt to set up a logical RAM device without a R.\M ex- 
pansion module connected. 

AM files in a R/\M expansion device will remain intact unless you 
turn off your computer or reload RUN Shell, which resets important 
expansion directory [xiinters. 

Pay close attention to which are the sourcf and tnrgel disks duritig 
disk copies, fhere's nothing worse than staring at a Writing to 
Destination Disk message while you're holding the destination disk 
in your hand! 

If you're a fan of using "flippics" (disks that have been double- 
notched to allow writing to both sides), be prepared to have occa- 
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sional problems wiih the 64-mode Copy Disk routine. The routine 
attc]n|)[s to read track 41 of the disk to determine whether the disk 
is single- or double-sided (35 or 70 tracks). 

Occasionally, RUN Shell will interpret a "Hippie" track as a 1571 
disk and attempt to copy 70 tracks of data. This won't hurt your 
drive; all you do is press run-stop/restore if the drive seems to stop, 
then re-enter RUN Shell and clean up the target disk. You should 
find that all the copied Gles have been faithfully reproduced. 



RUN it right; C-64 

A-Z Scramble 

/iv lirifirt Mekher 



ALl'JlABE'l'IZING A GRID of random letters in as few moves as 
possible is the goal in Scramble, a strategy game that's educational 
for liic young and just plain fun for grown-ups. Kath of one to five 
players gets one to five grids to alphabetize by making letter swaps. 
When there's more than one player, they take turns. 

Your score for a grid is the ntmiber of swaps it takes you to 
complete the alphabetizing of the letters, and your final score is 
your lowest grid score. The grid size for a game can range from 
two-by-two, witli only four letters, all the way to eight-by-eiglit, with 
sixty-ldiu- letters. Duplicate letters must be grouped in order. 

The [>rognun starts by asking for the number of players, the 
uumbei' of grids (chances) per player and the grid size, Ihen the 
game scieeu ajjpears, with the grid columns Icdercd and the rows 
muribered. To swap two letters, just eiuer tiieii' coordinates in any 
order. For example, A1B2, B2A1. 1AB2, B2IA, A12B, 21iAl, 1A2B 
and 2lilA will al! make the same swap. 

file area wiihin which you can make swaps varies with the size 
of the grid. If it has two to four squares on a side, you'ie limited to 
adjacent letters, vertically, horizontally or diagonally; with a grid 
that's live to seven squares on a side, you can swap adjacent letters 
or those separated by one other; with an eight-by-cight grid, you 
can exchange over two intervening letters. You can change the swap 
areas by modifying line 100 in the program. 
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Before entering the hisi cooixlinate, you can abort a swa|> and get 
a chance to reenter the c<n>i<iinates by pressing the liflete key. The 
piogiam checks for invalid loortlitiatcs, but doesn't totitU tliem 
against you; it just lets yon iry again. 

If you decide to give up on a grid, press the £ key. You'll lose that 
turn, and the program will continne to your next grlfl, the next 
player or the final screen, as [lie case may be. 

Each player's lowest .score (or the game so far is tonstandy dis- 
played on the screen. /\s I mentioned, those lowest scores then 
become the final scores at the end of play. The game concludes with 
the choice of playing again or quitting. 



RUN it righi: C-128 (in 40-Coluinn mode) 



Cubix 1 



/fv Ij-'onard Morris 



BRAIN GETTING RUSTY? You can exercise it with Cubix 1, a 
CM 28 (40-Column mode only) dnee-dimensional pu/.i'.le (hat chal- 
lenges your sense for spatial relationships and yoiu' powers of de- 
duction. There's no neetl for a joystick; Cubix 1 is solved from the 
key boa 1x1. 

Riui Cubix 1 using Menu 128 in 40-Column mode. The goal of 
the puzzle is to build on the screen a large cube (3 X 3 X 3 units) out 
of six odd-shaped sections conipo;!ed of unit cubes, three sections 
having four each and the other three having five. These, numbered 
l-(j, are displayed along the top of the screen. 

Each of the sections must be oriented properly, then moved into 
tlie cube construction area and positioned. To work with a section. 
press it.s number (on the main keyboard) and a larger version of it 
will appear on the left side of the screen. There you can rotate it. 
by pressing the corresptituling letter keys, around the X, V and Z 
axes until you have it orienled to yoiu" .satisfaction sti it will slide 
into place in the growing cube. 

Yon fill in tltc big culie on the right side of the .screen with the 
six sections. When you have a section oriented as you wisli, press 
M to move it into the cube area, then use the numeric keypad to 
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position it. Numbers 1 and 9 will move it in and out along the Z 
axis, 2 and 8 up and down along the Y axis and 4 and 6 ieO and 
right along llie X axis. Finally, yon plate the section to stay by 
pressing the P key, which redraws the cube showing the new section 
in place, h also causes that section's number at the top of the screen 
to change color, enabling you to keep track of which sections you 
have used. 

To cancel a move into the cube— should you decide to rotate the 
section further, for instance— press the C key. To retrieve a section 
that you've already placed, press its number and then the R key. 
The mnnber at the top of the screen will revert to the original color 
and the cube will be redrawn with the section deleted. 

In addition to rotating the six sections, you can rotate the emire 
contents of the cube area at any time by pressing the zero key ami 
the X, Y and Z keys. 

[f yon attempt to do something the program doesn't allow, sncli 
as place a section in an occupied area of the cube or beyond the 
cube's boundaries, a tone will sound to remind you. There is no 
penalty. Good luck. It's not easy. 



RUN il righl; C-64 or C-1 28; joystick and 1350 or 1351 mouse 

A Better Mousetrap 

By Tarn Brown 



MANY COMMODORE USERS KNOW how to program a joystick; 
it's easy enough to do, even from Basic. The original 1350 mouse 
is equally easy, since it works exactly like a joystick. When the 1351 
proportional mouse came along, however, it posed a new program- 
ming challenge: namely, to make any 135 (-compatible program 
detect, wit bf Hit ]nompting the user for input, whether a joystick or 
the 1351 mouse is plugged in. aiui to respond accordingly. This the 
program can do by checking tiie input/output area of memory, but 
it's difhcnii in distinguish devices this way. U makes more sense for 
a program to be able to handle both clevices simultaneously. 

I merest ingly enough, if you plug a joystick into the front joystick 
port (port 1), it will interfere with the keyboard. Tlierefore, most 
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programmers prefer to have the joystick work with the rear port 
(port 2). Witli the 1'55I mouse, the opposite happens: licrausc of 
the keyboard operation, it's easier to have the mouse iu the front 
port than in the back. Mousetrap- 128 and Mousctrap-fM follow this 
pattern, using the front and rear ports to give the programmer 
access, respectively, to the 1351 mouse or a joystick— «r Imtli at the 
same lime.' 

Inspecting the Trap 

Both Mousetrap programs are iiiterrupt-driven nuichine lan- 
guage rout![ies that are based in j);u( on the original 1!551 mouse 
reader. They use the built-in IRQ routine, which suspends what the 
computer is doing 60 times a second to perform housekeeping 
chores, such as reading the keyboard. 

Mousetrap .scans each port for movement and updates accordingly 
a pair of screen-pointer registers (one for the X position, tlie other 
for the Y). Tlie X and Y registers contain 16 bits each, allowing for 
values ranging from to 65535 (64 K) along each axis. Jhese values 
can be ".staled" to make the pointer move slower for the same 
amount of mouse or joystick movement. 

Note that, while 1 refer to "'pointer movement," Mousetrap simply 
prints the X and Y screen coordinates, lb produce a visible screen 
pointer, C-Gl users must poke those displayed values into the sprite 
registers, while (M28 users can employ the values directly in Basic 
7.0 sprite counnaiids. 

Mousetrap lets you set upper limits for both X and Y to prevent 
the pointer fnjni leaving the visible screen. The progiam also reads 
the firebutton on the joystick or the leit button on the 1351 mouse 
with a single tonnnancl. 

Setting the Trap 

Folio wing are de.scriptions of the conunands for using Mousetrap. 
The.sc are also documented in RKM statements in the program 
listings. 

SYS (52500)— Initializes the Mousetrap C-64. 

SYS (6400)— Initializes the .Mousetrap CM 28. 

The next four commands return information about the status of 
the screen pointer or input device. 

A = USR(0)— The value of .A is if tlie inouse or joystick hasn't 
been mcned since the last time tiiis command was executed, and it's 
128 (high bit set) if it has been moved. This coinmand works a lot 
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faster iliati comparing old and new values for X and Y using Basic 
variables. 

A = USR(1)— Returns the current X, or horizontal, screen-pointer 
position in variable A. 

A= USR(2)— Returns the cnrrenl Y, or vertical, screen-poinier 
position in variable A. 

Note I hat LSR(l) and USK('i) both can be scaled it iieeessary. 

A=USR(3)— A is 128 {liigh bit set) while a joystick or mouse 
button is being pressed; otherwise it's 0. Since Mousetrap checks 
the biuioti status fiO times per second, be sure to give the user time 
to release the biuion, «>r nmltiple presses will register. (Of comse, 
these fre(|uent cheeks ran be handy for certain drop-down menus, 
which appear only when the button is being pressed and vanish 
when it's released.) 

I'he following commands give instructions to Mousetrap. Since 
they nnisi ine hide a dinniny variable, A (uv an equivalent) must be 
present, hiu ii will not leimn a meaningful value. 

A=USR(4),X,Y — Ijets you set the screen-pointer coordinates, as 
in A=LvSR(-l ),')(), 1(H). Xote the peculiar syntax of this command. 

A=USR(5),X,Y — .As above, but allows you to set the highest 
possible K and V values fiir the scieen pointer. For example, 
A= LSK(")),;il9, 109 sets iht.' limit i)f pointer movement to the visible 
40-colum[i screen area. 

A= USR(6),B— The value of H scales [he number of poiiuer counts 
per imil of (listaiue ihe joysiiek or mouse moves. Ii should fall in 
lite range (t-7. II it's greater, it's ".WDed" with 7 to mask the higher 
bits and produce a value in llie correct range. 

The attiial [loiiner coinit is divided by 2 to the power of the 
value in il. l-or exam[)le, if li = :\, X and V are divided by 2T3, or 8. 
Be careful liere, as only the values lelurtied in USR(l) and IJSR(2), 
till! the X and V [jointer registers, arc divided in this way. 

If you tinn off scaling (with a value of 0), the pointer value will 
immediately appear in fill I when you next read it. Remember to 
reset the u])})er limits of X and Y appropriately if you plan to use 
scaling in youf program. 

A=USR(7)— Turns o(f the Mousetrap interrupt by restoring the 
original address in the cotn|)uter's IRQ vector. 

Notes on the User Command 

MouseMaj) provides some go{jd examples of employing the User 
command to interlace with a machine language program. It changes 
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the User-command vector in the computer to point to the appro- 
priate Mousetrap machine hiuguage routines. The conimaud lo turn 
off the interrupt routines does not restore the origina! vahie of the 
User-cominand vector, as that vahie is normally just a dummy value 
used by the computer on power-up. 

Remember that the User eonimand returns a vakie, just hke any 
other Basic function, and that vakie needs to go somewhere. Either 
assign it to a throwaway variable, as in A=USR{G),B, or include the 
User command in an If-Then statement. If you don't, your computer 
may lock up, and you'll have to reset it or turn it ofi'and on again. 

Notes on Interrupts 

When you initialize Mousetrap by changing the computer's IRQ 
veetur, the original vector is saved. Then, after each Mousetrap 
interrupt, execution jumps to this old vector and the built-in inter- 
rupt routine carries on. Because of this arrangement, you can 
"chain" Mousetrap with other interrupt routines. When Mousetrap 
is turned off, the original IRQ vector is restored. 

Placing the Trap 

Lines 100-200 of Mousetrap demonstrate how to use some of the 
routine's commands. To use Mousetrap in your own application, 
just delete these lines and insert your program. 

Note that, because sprites are not used, you are free to use tlie 
X and Y values any way you wish. You might use them (along with 
appropriate scale and Poke commands) to manipulate SID chip 
values or to highlight menu selections, filenames, and so forth, 
without sprites. You ctmld even create poini-and-click Basic pro- 
grams for the C-I28's 80-colunm screen! 

Whatever your programming needs, keep in mind that, with 
Mousetrap, 1351 programs arc always in season. 
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RUN il righi: C-64 or C-128, in 40- or SO-Column mode; printer 

Label Base 

By Bob Kodudek 



VAWVA. IM\SV. IS AN IN'l I'XiR.-XrED ctatabasu program for main- 
taining naiiifs. ittittrcssL-s and R-lcpiunR- iunnlK-rs. with built-in 
priiititig I'oiitines thai Id yoii iiiNtaiitlv print Ixith maihng hibcls, in 
any (jnantily, aiui a pL-rsonahzt-t! tt'lfpliont- dircttory. Because the 
program is itil- mi -ti riven ami its (ik-s art- mcniory-bascd, it"s last and 
easy to movt; around in, anti, sinct- the record format is preclelined. 
yon can start in])mting yom' data immediately. 

What really sets l^ihel Base apart from many other Basic programs 
of this type is its use of "pure" set|iienital liles, which means that 
lilt' data can be exchanged readily between Label Base and some 
popular piogianis, such as Siiperbase. \'ou can even create or edit 
vour files with a word processor that uses sequential files, such as 
RUN Script. 

Best of all, Label Base will run on botli a C-64 and a C-128 in 
either 40- or H[)-C;olutnn mode with no moflillcations. In 81) columns, 
the program aulomatically takes advantage of the "wider" screen 
and runs in Fasi mode. 

Customizing the Program 

Label Base is seK-iuodilying, so the program can be used for both 
the i'.-M and (M'JS. By delimll. it operates in ff])percase mode, but 
you can use lowertase by ruerelv cbatiging l'S = () in line 4(1 to read 
P.S=7. Ihis allects both screen ami j)rimc'r out[iut. I believe that 
labels [)rinted in uppercase have a better appearance and are easier 
to read; also, it's easier and laster to enter data in this ttu)de. 
However, since this is a matter of ])ersonal preference, I feel it's 
important to have lowercase available. 

Lal>el Base is tonfiginetl to ptim "one-across" mailing labels of 
the standard size, which measure '''/m of an inch wide by Vj.. inches 
long. If you're using a wider label, you'll need to adjust ibe amount 
of vertical space between labels by increasing variable LI- in line 40 
of the program. 
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After yuu've gotten the program working, type in ;i few sample 
records, then lest for the proper spacing by printing them on a 
plain sheet of paper and placing the printont next to a strip of your 
labels for comparison. It tlie records are too close togetlier, increase 
LI, in line 40 and try again niitil you achieve the proper positioning 
of the text. .Vfter making this, or any cjther, change to the prograin, 
be sure to save the new version to disk. 

Using Label Base 

When you run Label Base, it first determines which machine 

yt>u're using and the number of screen cohnnns availalile, then 
appropriately introduces itself as Label Base 6-4 or Label Base 12S 
and displays the main menu. If it finds itself in the 80-t^>lunm RCJBI 
mode of a C-12S, it automatically switches the 8502 processor to '2 
MHz and blanks out the composite video screeir. 

The main menu is shown in Figiue I . fo select (me ol the fntit tions, 
press the designated function key. At any point in the [irogram, you 
may return to this main menu by pre.ssing the return key. 

The Load, Save, Director^- and .AJphabetize finictions are self- 
explanatory. Of course. Load aiul Save actually mean read and 
write, since Label Base files are sequeniiitl. 

Note that when it's writing files, the program adds the ])refix .LB 
to each filename. This litnits the maximum number of characters 
in a name to 13. but enables Label Base to distinguish its files frotii 
others on the same disk and display only those Jiles when you ask 
for a directory. \V'lien you're reading or writing a file, don't enter 
the prefix, since the progiaiii does it for you. By entering no filename, 
you tan abort a read or write operation ivithout affecting the current 



Figure 


1, Main menu. 


Fl - 


LOAD FILE 


f:? - 


SAVE FILL 


F5 - 


SELECT RECORDS 


F7 - 


DlRFXrrORY 


F2 - 


ENFER DAFA 


F4 - 


ALPHABETIZE 


F6- 


FRiXF MENU 



Figure 2. Select Records Help commands. 

F - I'lR.Sr KEt:ORI) 
N - NFXF RKCORD 
P - PREVItn S RECORD 
I. — I.AS'1' RKCORD 



K - 


KEY FIELD MAFCH 


A - 


ADD RECXJRD 


D - 


DELE'FE RFt:ORn 


R - 


RKIMACK REC:ORD 


E — 


EDl'I'CT'RREN 1 RECORD 
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file in memory. The error channel is read and reported after each 
disk operation. To erase the current file in memory and start a new 
one, press Fl and enter NEW as the filename. 

The Enter Data function lets you add new records to a file directly 
from the main menu. The blank record, or template, is displayed, 
complete with field names and designated field lengths, so all you 
have to do is enter the required data into each field and press the 
return key. The custom input roudne automatically limits the 
amount of data entered. 

To correct an error in the current field, use the delete key. To 
leave a field blank, just press return and move on, .-Vfter entering 
the last field, press the space bar to do another record, or press the 
return key for the main menu. If necessary, records may be further 
edited from the Select Records menu described below. 

While the machine language input routine will accept most char- 
acters and punctuation except the quotation mark, it's important 
not to use commas or colons in your data. If you do, Basic's Inptit# 
command will ignore any data after the comma or colon when the 
file is later read back into memory. While the Cet# command will 
read every byte of data, 1 found it far too slow for reading large 
sequential files. 

Both the Select Records and Print Menu functions provide sub- 
menus to work from. 

The Select Records Menu 

Whenever you choose Select Records, the current record is dis- 
played on the screen, along with a menu of "qiiick-kev" commands. 
Control/P instantly prints the cmrent recortl on as many labels as 
you indicate; it can be aborted by pressing anil return. To find 
out what the one-letter, quick- key commands do, press ? to go to 
the Help screen, shown in Figure 2. 

The first four one-letter commands instantly locate the First, Next, 
Previous or Last record in the current file. Key Field Matcli finds a 
record by last name, even if you don't remember the correct spelling 
of the eruire name. In most instances, only the first t)ne or two 
characters will do. 

To do a Key Field search, press the K key, and, when prompted 
for the key field, enter the first portion of the last name and press 
return. The first record beginning with those characters will appear. 
Then use the Next Record command to quickly locate the record 
you w-ant. For this to be effective, the file must be in alphabetical 
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ordtT, so, if necessary, return to the main menu and sort the file by 
]>rt'ssit]{r the F4 key. 

'I'he remaining commands on the Select Records menu let you 
add new records or delete, replace and edit die current record. 
When ytjii're erliting a record, each field is presented individually. 
¥.d\l uses B;isic's own lnpnt# routine to take flata directly Irom the 
screen, so ail tiie cursor coiitiol keys are tiinciional. However, the 
Input routine doesn't limit tfie length of input, so be careful not to 
enter strings ktngei" than Label Base will allow. 

Unlike the C-128's lnpni# command, the C-64's won't accept an 
empty string (containing onlv spates) irotn the screen (»■ logical 
device #1. .Vs a result, when tising a C-64, you must represent an 
empty field with an asterisk on the screen, though it'll be stored as 
a space cliaracter. For this reason, I recommend F.dit only for making 
minor changes to a record. tJtiierwise, use the Replace command 
to re-enter the entire coutems of the record. 

The Print Menu 

i he PriiU menu lets you print the current record, all the records 
in your file or a phone directoiy ofall the records. You'll be prompted 
for the number of iabels you wish to prim bom each record, the 
default being 1. If, at this point, yon decide not to print a label, 
enter for the quantity and press return. 

/\11 the printitig loutiues check for tfie presence of a primer with 
device number 4. If this jarinter isn't found, the command to print 
will simply be ignored. 

The listings in the phone directoiy piintout are formatted like 
tho,se in a real phone directory and include no city, state or Zip 
code. The paging feature in this print routine is based on the normal 
page lengtli of 66 lines. 

The number of files you can input using Label Base is unlimited. 
However, the maximutn number of records per file is 250 for the 
C-64 and 350 for the C-128. This should be more than enough for 
the average home computer user. 

Eveir if you're used to another program for printing your labels, 
try Label Base, It can print a small c[uantity of labels so fast that 
yon can be finished before a larger database, such as Superbase 128, 
is done loading. 
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RUN it right: C-64 



Memory in Motion 



By Ken Huehner 



MEMORY I ILES IS A COLORFUL Concentration-type game for 
players ofagcs eight to 80. It shiiflles 42 rectangular tiles and displays 
them on the screen with their backs up. On the "other side" of each 
tile is a miniature computer picture. 

To play, you and a friend take turns moving ihc cursor aroimd 
the screen with the cursor keys, searching for matched pairs oi 
pictures. Once you have the cursor over a desired tile, press the 
space bar, and instantly an animated dog, rocket, Christmas tree or 
other picture will appear. When the show is over, seek out the 
matching pictine among the other tiles, again by moving the cursor 
and pressing the spate ban In time, you'll remember the positions 
of previously shown pictures, making it easier lo find matches. 

If you make a match, a melodic whisde will tell you to try for 
anothei" if yon miss, a low beep will signal yoiu' o])))onenl to take 
a turn. I'he scorekeeper at the bottom of the scieen always indicates 
whose turn it is. 

The game is over when all 42 tiles have been matclied. If you 
want to play again— or restart a game— just press the *- key. 

Now, where did I see that jjlher dog? 



RUN it right: C-128 (in 40-CoIumn mode) 

Thoroughbird Racing 



By Hugh McMenamin 



THOROLK'-IIBIRD R.\CINC; OHI'ICTS A RACETR.ACK sitch as 
voii've piobahlv never seen before, since the entrants are two-legged 
and feathered. That's right; in each race, you bet on your choice 
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among live fleet-fuotctl <>stricht.-.s, e;ich sporting a jaunty jockey. 
Wagers olSS-SSOO on win, place, stiow or parlay {w'm and place) 
pay 4 [o I, 2 to 1, even and 15 to I, icspectivcly.' L:[} to cigln fans 
can wager on a race, eacli starting vvtdi a kilty of 5200. If Lady l.urk 
has come with someone else, you can always borrow more from (he 
track. 

As tile afternoon begins, you find yomself at the pari-mutnel win- 
dow, placing your bet on tlie first race. The race itself is enlivened by 
the sound of avian feel |K>imding the dirt, and it concludes with an 
official finish photo. Your winnings and the status of youi' kilt\ aic 
then siiown. along with each bird's record for the aliernoon so far. 

Vou and your fellow (ims can watch up to ten races in an afternoon, 
and, when you leave the track, yotu' wirmings or lasses are displayetl. 
You may want to stick yotu- head in tlie sand! 



RUN it right: C- 64; joystick 



Fast-Food Frenzy 



By Colin Adatm 



IN KK'rCU-IUP.<I"I"AC;K, a shoot-*em-u]3 game that you'll play with 
relish, a barrage of hamburgers and irench fries descends toward 
the squeeiable ketchup botde poised at the bottom of the screen. 

To dispatch the incoming edibles, move the bottle lefi and right 
witli a Joystick in port 2 and squirt ketchup at them by pressing the 
firebutton. Hitting a bag of fries raises your score by 20 points, a 
burger by 30. Of course, while you're squirting the fast food.s, )ou 
must avoid colliding with tliem; each collision costs a "life." 

You start play with four lives, lose one to each collision, but then 
gain one for every level completed. To complete a level, you must 
splat a nimtber of burgers equal to your level number multiplied 
by ten. In other words, at level two you must splat 20 burgers. 

To play the game, just load and nm Ketchup .'\ttack from Menti (i4. 
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RUN it tiglit: C-64 



Storybook 64 



By Barry Robertsim 



STORYTiajJXt; IS DIhTlC:iI[:r on tlie fom|)iiU'r il you want to 
display graphk screens alonj,' wtiti lexi, hiil Storybook (il makes 
easy work oi' crcatiiiji a ojiiipiueri/ecl storylKxik. Vou only need lo 
know the Juiidanientals oi editinj^ Basic jirojfranis in order lo add 
the words and j^raphic screens needed loci eatt.' a slory. I tie program 
supports f^iaphit screens createil Ivy Art Studio. Advanced Art Stu- 
dio, Bla/.iiig Paddles and l'"le\i<iravv. 

To begin', load and run CHAITKR 1 I.OADKR, and il will auto- 
matically load and run CHAflKR 1. To create a story, just lill the 
screen that ajipears with your desciiption olihe first piriure or an 
introduction into your story. To display a graphic pic line you have 
sa%cd on disk, press the F7 key. I'ress any key again and the picture 
will fade out to the text st:reen wheie more slory lexi is displayed. 

In the program, there arc lines ol tiOSUBs listing the names oT 
the grajihics drawing [uograins in RKM statements. You can ]>lace 
a REM in fiorit ol the (iOSUHs in the lines that ilo not i>pt>ly to 
your drawing programs. To access two, three or more pictures, pkis 
text,jiist list lines 10-18 lo the screen and cbange those line mimbers 
to 50-88 Ibi die second picture, ami to 100-1 IS lor the third. You 
can use line 10000 to clu'ck the program's length. 11 ynii ajiproach 
8192, just activate line [Om (see below) to load CI lAF I KR 2. CI lAP- 
TER 2 can be made by saving a copy of CHAPTER 1, using the 
Filename CHAPTER 2. Then edit CHAPTER 2 to loniiiuie the story. 

CHAPTER 1 IXIADER is a basic loader that pokes the machine 
language routines into memory, and then uses t!ie Dynamic Key- 
board method to load and run CITAITKR 1. IT yon don't want to 
show the dynamic loading, jusi change the text color to the screen 
color by adding a P()K.E()-tfj,X in line 'My, where X is the color of 
the screen. {Note: The (>rograms ate not coni))alible with the DOS 
Wedge.) 

.After you have put some picture files on disk, you can morhfy 
lines 10-14 to load the picture file needed. Then remove the REM 
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at the start of litic 20 to loiul the picture file. For Art Studio, activate 
lines 10, 20, :M, JO and -If). For Advanced Art Studio, activate lines 
1 1, 20 and 'M. For IJla/inK Saddles, activate lines 12, 20, 22 and 36. 
For Flexidraw, activate lines 1-1, 20, 24, 38, 40 and 46. *[b change 
the text in the program, just modify lines 1074 to 1086 and add 
whatever yon need. 

The filenames now in the program can be used to load demo 
pictures ttiat come witli (he drawing programs. The color pictures 
in Bla/ing Paddles, An Studio and .Advanced .\rt Studio can be 
transfenetl to the story disk as is, but the pictures in Flexidraw 5.5 
must be saved as "stand alone" files that can then be transferred to 
diis prt)grani. When you're ready to go to CHAPTER 2, just change 
the print statement in line 1002 to LOADING CR\PTER 2 and 
reiuove t!ie KNl) and the REM froiu the beginning of line 1003 to 
automatically load ClIAPI KR 2. Note: .\t this point save the new 
version tif CI I.MTKR I before running it. 

It takes about half a minute lo load a graphics file from a Com- 
modore 1541 disk drive without using a fast loader. Therefore, 
enough text shoulrl be tfisplayed to keep the reader busy during 
the graphiis loading process. The memory locadons used by this 
program lue as fiillows: 

2(>18-H lUl -Basic 

8 192-1 8207 -.Ad vai iced Art Studio 

235,52-32767- Bla/ing Paddles 

24576-32576— liide iii/cnil routines 

40960-5 1 191)- Flexidraw 

53000-53300^ [Uetuory movers 

There you have it. Put your best collection of graphics screens on 
a work disk and let Storybook 64 put on a show! 
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Budget Plus 



By h'ouurd Morris 



BUDGEF PLCS IS A I'ROCR.\M designed for people who like to 
keep track of their finances and have records to show where all the 
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money wem. Written for the Cotnniodore 128, it displays data on 
two 80-cohimn screens. Tliese are switched back and forth by a 
technique known as page-ttipping, which is accomplished by ma- 
nipulating the register in the Video Display Coniiolier (VDC). 

One screen displays the monthly and yearly totals of six broad 
budget categories, plus a "savings" column; tlie otiicr shows your 
budget for a given month. The latter is the screen where you cio all 
yoiu- work, which you can then transfer to the yearly screen as 
monthly category totals. 

The work screen also displays a menu and a calendar that shows 
the month and year yon are ciirreni!y working on. When yon want 
to work with data pertaining to a dillerent month, you should save 
the curtent month and then move on to the other. When the next 
calendar month appears, you just zero all the entries and enter the 
new amounts. 

Menu Operations 

The menu appears at the bottom of the work screen, giving you 
the ("ollnwing optt()ns to summon with one keypress: 

Load: This will load horn disk previously saved data for the month 
and year displayefl on the calendar. 

Save: Saves data to disk for the currently displayed month. If 
you've already saved a file for that particular month, it will be erased 
and replaced by the new data. 

Zero All Entries: Zeroes all entries on the wf)rk screen and all 
entries for that month on the yearly screen, 

X's Entry: Use this option if you want to multiply an entry by a 
given factor. 

Add: .'Vdds a given auKJunt to an entry^ 

Yearly Report: This flips yon to the yearly budget screen, from 
which vou ret tun tcj the work screen by hitting any key. 

Total Year Delete: This option scratches all files for the current 
vc,ir beyond recoverv. Make absolutely sure this is what you want 
before selet ting this option. 

Month Delete: This scratches the file only for the month currently 
disptaved on the calendar. 

Hardcopy: Ciives vou a printout of your budget. 

Rename Item: L'se this to change the current label of any sub- 
category on the work screen to something more appropriate. If you 
wain tiie name change to be permanent, you must then use the Save 
option. 
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Fl, F3, F5, F7: Ust-tl to move rorvvait! nv h;ic kvvani ilirnii^^li tlic 
calendar years atici niomlis. 

Entering Dxta 

To make an entry, you lirst move the rotating cursor to the desired 
line; then enter yoiii- iuiinhers or name chaiijiH'. \nu enirr amounts 
witli decimal pt)iuts, in (lie same way thai you'd write- ilifm hy hand, 
and you can chaufrL- any amount sim|>ly hy ty|)iti}f ovlt it, 'I'he loial 
for each categoi y changes automatically alter you liit tile return kev 
following ;i new entry. 

The down and right cursor keys are the only ones thai move the 
cursor. Pressing the cursor-right key moves you to the next tategorv 
of items. The cursor-down key moves you (town one item line, and 
then, when the last item is reached, wraps around to the lop of the 
same category. 

Since I didn't design this program for someone who makes a 
million dollars, the liighest permissihie eiiti y amoum is 999,999.99; 
but I expect that won't hamper too many users. ■ 
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10 Programs Included on this Disk 

From the July RUN; 

► RUN Shell 

>■ A-Z Scramble 

► Cubix I 

► A Better Mousetrap 

From the August RUN: 

►■ Label Base 

p- Memory in Motion 

►- Thoroughbird Racing 

► Fast-Food Frenzy 

Plus: Extra Bonus Programs! 

► Storvbook 64 

► Budget Plus 128 



n any manufa^jring detect becomes apparent, Ihe de^ctfvB dtsif wtJl be refiiand frea of ctiarge if f«btfr^ t>y 
prepaid ma1 wtmin 30 days of purchase. Send d. wuh a \^ef $pociV^ the cSeteci. to; 

RUN Spw;lal Products * BO Elm StrMt « PtftDrbor^ughH NH 03456 

RepiacemenTs wil not be macto if the disK has been ^tefe<J. ropcuru] pi misj^scO Ihfougti negHrgence, or tt A 
shows signs of excessive wear a ts damaged by equipment. 

The programs in RefTUN ara takEn deroclty from I:st3ngs prepared to atXMmparty arlictes in RUN magazine. They 
will not run undtr all system configurations. Lfse tho RUN it Rtghl inlomisliccii mcioded vwth each article as your 
guide. 

The entire contents are copynghliMJ 1969 by IDG CommunicalJionsv'PBterbofouQh Unauthorized duplication is a 
violaton of appJicaUe laws. 
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